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One of the goals for the Cell Stage is that the cells themselves 


How would the cells look and how would 
they evolve? Here are some samples of the should be something players could relate to. Here are some of the 
early thinking that went into the evolution team’s own attempts to add personality to microbes 


of cells. 
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the concepts, were examples of possible alien life that might be found on planetary 
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HOW CREATURE PART TEXTURES WORK 
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One of the biggest 
innovations of Spore 
is the “Procedural 


Texture Mapping” 


As powe s the early Creature Creator 
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results Here are some early 


experiments. 


the artof Spore GALACTICEDITION 33 


35 


Cc 
Q 
= 
fa) 
Ww 
Q 
= 
©) 
c 
pa 
x 
o 

S 

a 
i?) 
ras 

° 

3 

wu 
$ 


the art of Spore GALACTIC EDITION 37 


re GALACTIC EDITION 


tre Nleraw tribe, ome a peacefid, farmwg culawe, were 

forced to cop Hreir- workmans toole abol pik “up weapons 

 orcler te defer their lave Avng Fre Continental Whar 
votre never deciled to rehewh to farmwng 


40 ro) the art of Spore GALACTIC EDITION 4 


the art of Spore GALACTIC EDITION 43 


Getting your species through the evolution 


In the Creature 
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always a great adventure. Just don't get on 
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the wrong side of an Epic 
engage in combat 


There is opportunity 
everywhere, bu 
the end your goal is 


to evoive. 
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As creatures evolved, they became tool users. and it was tools that dif- 
ferentiated them from their ancestors. In the Tribe Stage. tools figure 
prominently in the gameplay, 
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The concept artists created pages of artwork for buildings 
tools, and accessories to be used by the tribal characters. 
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Various examples of concept art depict 


the different aspects of tribal life. including 


social and combat activities 
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You Made it!!! 
Advance now? 


aco WAR. Heetintor lear crangpetce: Seana sins Oi pak nitty ahem 
= appendage and the Chieftain points to him. 
as to how the city could become WARLIKE. Ee vias 


We begin with the player completing the The player is asked if they would like to 
necessary tasks to ‘win’ tribe game. advance, and they select ‘yes’ 


‘High Supreme Dudeness, like we could totally The creatures begin to laugh and celebrate! 
build, like... tanks!” ‘Tanks! Dude, that is so AWESOME!” “Yeah, 
let’s build us some killer tanks, bro!” 


Return to game and enter LETTERBOX mode. 
Tribe creatures stand around hut and celebrate 
the upgrading. Chieftain is near the hut. 


| 
Player enters city hall editor, creates a city 
hall and clicks ‘done’ 


The crowd is now abuzz. Another creature 
raises its hand 


Pull in for close shot of Cheiftain surrounded by 
his tribal bretheren. 


Cut back to shot of Cheiftain. “Tanks... a 


Hut becomes the player's city hall while the 
splendid idea!" Anyone else? 


populace celebrates. 
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win the game without 
firing a shot kind of 
different to have that as 
a choice in a real-time 


strategy game. 


Early concept 
) sketches looked at 
cities from different 


? perspectives. Even 
the shape of the city 
walls and the interior 
roads were explored 
and considered in 
many prototypes 
and sketches. 
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The art team created many models of pos- 
sible city elements while, at the same time. 
realizing that all the buildings would be cre- 
ated by users. 


eration for roads, walls, and even the flow of 
movement and influence of the buildings. 
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ability of players to zoom in and out for a dis 


tant or a very up-close and personal view of 
their world. Early concept art and prototypes 


explored these view options 
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| The Creator in the 
Civ Stage plays a 
| significant role in the 


player's expenence. 
and early designs 
explored the options 
for buildings and 


vehicles 
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The Civ Stage offers some of Spore's most dramatic and visually 


stunning action. as when a flotilla of airborne vehicles coordinates 


an attack 
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And this was a system where we create parts of terrains. or features 


that are partially random, partially not 
—Cuaistian STeartor 
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Effects working across all zooms (improved LOD) 


1. Distribute node simplification as camera gets farther from the planet 


Dependencies: 
& imposters (see #2) 
b. batching (see #2) 


2. Objects LOD as they get farther from camera 


3. Horizon culling: some solution along the lines of... 
if local Z-axis points away from camera, node is culled 
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Getting) Morejfrom|Spore) 
the;sporellimitediedition\bookibundle 


Electronic Arts. Maxis, Will Wright. and Prima Games are proud to reveal the ultinwity 
of Spore. Two distinct and meticulously crafted books are available. designed to give you tl 
most informative advice on this game. 
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Here is a small glimpse into the Official Game Guide's different chapters, and the advice 


contained within. 


© Cell Stage 
Let there be life! 


The very beginnings of life are revealed as a crashed 
meteor impacts a planet in deep space. and a new 
type of life-form hatches: yours! 

+ Hey tactics are shown regarding how to create 
Cell creatures that are oddly beautiful. weird. and 
extremely functional. 

Every Cell part is carefully inspected, and given 
tactical notes. 

Do you want a camivorous Cell that makes fast 
turns and spits poisons? We show you how to 
unlock it. and every other type. too! 

All the different aspects of the Cell Stage — from 
Missions to Epic predators — are revealed. 

The exact entities that unlock all the Cell parts are 
shown. and damage ratings for each attack are 
detailed. 

+ Size comparison charts for each Cell level unveil just 
what beasts lurk in the murky depths of the first ocean... 


€ Creature Stage 
The second leg of your evolution. 


After an evolved Cell crawls up onto an unknown 
continent. it faces a huge number of hardships and 
Body Parts to collect. Fortunately, help is at hand: 

+ Initial and Enhanced Creature Creators inform you 
of exactly the Cell parts you need to equip to unlock 
your favorite Creature parts! 

+ Are you primarily focused on creature-creating? 
Then peruse the massive chapter dedicated to 
creating the coolest critters around! 

From mating calls to sneaking through enemy nests. 
we showcase all the necessary skills. and the Body 
Parts needed to advance them! 

Comprehensive Creature examples are showcased, 
both at the start of this Stage and once all Body 
Parts are unlocked. 

Playing a Social or Combative Creature game? Or 
balancing your friends and enemies? Tactical help 

is at hand. 


© Tribe Stage 
Barter. Fish, Train. Butcher, 
Forage: Reign. 


From trading gifts with like-minded rivals to setting 

out to pillage an entire village and burn it to the 

ground. your Tribe needs all the help it can get: 

+ Revelations on the increasingly powerful “super” 

abilities handed down from your ancestors. 
Advice for all the social interaction: which 
instruments to try. how to boost your ratings with 
others, and more. 
Brandishing fists? We show how to grab stone axes. 
torches. and spears, and hunt down your foes. too. 
Lear how to unlock all of the different tool huts in 
record time. and when to utilize them. 
Acomplete tour and examples of the tribal outfitter 
help you create stylish looks! 
Ready to tachle an Epic-sized critter? Trying to 
domesticate a wild animal for their eggs? We show 
you how. 


Civilization Stage 
Rule the world with an iron claw. 


When you absolutely have to take over an entire 
continent in the most efficient. precise. and impressive 
display of tactical leadership, we have the war room 
f for you! 

+ Advice on building a variety of impressive. fanciful. or 
real-world influenced structures for your population 
to live and work in, 

Analysis of all the land. sea, and air vehicles with 
thorough tactics on building the best of each type 
Whether you're a Military, Religious. or Economic 
player, specific. time-tested strategies are presented, 
What's the order to build, explore. and take down 
rival cities? We show you how. 

+ Allof the devastating super-weapons are activated. 
and the debris inspected—learn how to turn the tide 
with your consequence traits! 


of} Space Stage 
The final frontier. Galactic 
advice here. 


With an entire world bowing down to your superior 
strength and fair-handed justice, only the far reaches 
of the galaxy are left to test you, Engage in out-of 
this-world explorations! 
+ We built dozens of less-than impressive spacecraft 
prototypes so you don't have to; our advice is inside! 


+ Planet terraforming has never been so easy: we 
show you how to wow your friends with expert 
topographical information. 

+ There's a massive universe out there. and a concise 
method of exploration is key, 

Are you ready to abduct. trade. and head off into the 
inky blachness of space? Then heed our survival guide! 

+ Did you find a fabled artifact or other rare and 
impressive item? Want to find them all? We show 
you how. 

Have you unlocked a series of game achievements 
throughout? Our Appendix reveals them all. 
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Six months in the making, the 
Making of book details the 
evolution of Spore, the game! 


Team Interviews, hundreds 
of concept art pieces, and 
anecdotes are crammed into 
the hardback Making of book. 


Designed with copious help and 
continuous input from the creators of 
Spore, including Will Wright. 


